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DETAILED ACTION 



Claim Rejections - 35 USC § 103 
The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 

obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set 
forth in section 102 of this title, if the differences between the subject matter sought to be patented and 
the prior art are such that the subject matter as a whole would have been obvious at the time the 
invention was made to a person having ordinary skill in the art to which said subject matter pertains. 
Patentability shall not be negatived by the manner in which the invention was made. 

Claims 1 , 2. 4-9. and 1 1-27 are rejected under 35 U.S.C. 103(a) as being 
unpatentable over Nippon (JP 2000-005439) in view of Von Kohorn (US Patent No. 
6,443,840 B2). 

Regarding claim 1, Nippon teaches a video game device 103 that reads video 
game software from a recording medium (host computer memory) and client registration 
control means for getting access to said service provider through said network and 
performing client registration of said video game program when the player stops play or 
the game gets interrupted. In addition, if the game becomes interrupted or the player 
would like to stop the game, the progression of the game is stopped, but saved and 
printed using a code that tells the machine the game program that was used and the 
level the player was on at the time. The host computer additionally works as the service 
provider of the network, giving it administration means to provide the privileged 
information printed for the player, where it is inherent that the printer control program 
converts the privilege information into printed data. Therefore, the progression of the 
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game is based on the keycard. Once the player inputs this back into the game 
machine, the infomiation is read and pulled up for the player. See Detailed Description 
H 0014. Nippon lacks in disclosing the advertising information registered and 
distributed. Von Kohorn teaches advertising material, such as a coupon, being printed 
out for the players (coL24: 35-52). The advertising material has an advantage of being 
transmitted to remote locations through instructional signals and printing the coupons. It 
would have been obvious to one of ordinary skill in the art to use such signals with the 
system taught by Nippon by authenticating them through the administrative server and 
embedding and/or printing the advertising material on the key card used by the player. 
By doing this, the player would carry around the advertising information and be forced to 
view it, as opposed to a paper coupon separate from the key card where the player may 
elect to not view the advertised information. 

Regarding claim 2, Nippon teaches a printer for a keycard that is inherent to have 
a printer control program that prints the privilege information that is contained on the 
keycard. See Detailed Description ^ 0014. 

Regarding claim 4, Nippon teaches a keycard that contains privilege information 
including client information, which is inherent in the keycard being that it is printed for 
that player at that specific point in the game, whether the game was stopped by the 
player or the game play interrupted. See Detailed Description H 0014 and 0015. 

Regarding claim 5, Nippon teaches validation of privilege information on the 
basis of said identification information that is a part of said privilege information. The 
identification information is inherent in the keycard being that it is printed for that player 
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at that specific point in the game; whether the game was stopped by the player or the 
game play interrupted. See Detailed Description H 0014 and 0015. Also, the keycard 
identifies the stage code and game code, which is identification information specific to 
that player. See Detailed Description H 0021 and 0022. 

Regarding claim 6, Nippon teaches a video game device 103 that reads video game 
software from a recording medium (host computer memory) and client registration 
control means for getting access to said service provider through said network and 
performing client registration of said video game program when the player stops play or 
the game gets interrupted. In addition, if the game becomes interrupted or the player 
would like to stop the game, the progression of the game is stopped, but saved and 
level the player was on at the time, where it is inherent that the printer control program 
converts the privilege information into printed data. Therefore, the progression of the 
game is based on the keycard and the keycard is what is used to accept access of that 
player. See Detailed Description ^ 0014 and 0021. Nippon lacks in disclosing the 
advertising information registered and distributed. Von Kohorn teaches advertising 
material, such as a coupon, being printed out for the players (col.24: 35-52). The 
advertising material has an advantage of being transmitted to remote locations through 
instructional signals and printing the coupons. It would have been obvious to one of 
ordinary skill in the art to use such signals with the system taught by Nippon by 
authenticating them through the administrative server and embedding and/or printing 
the advertising material on the key card used by the player. By doing this, the player 
would carry around the advertising information and be forced to view it, as opposed to a 
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paper coupon separate from the key card where the player may elect to not view the 
advertised information. 

Regarding claim 7, Nippon teaches a video game device 103 that reads video game 
software from a recording medium (host computer memory) and client registration 
control means for getting access to said service provider through said network and 
performing client registration of said video game program when the player stops play or 
the game gets interrupted. In addition, if the game becomes interrupted or the player 
would like to stop the game, the progression of the game is stopped, but saved and 
printed using a code that tells the machine the game program that was used and the 
level the player was on at the time. The host computer additionally works as the service 
provider of the network, giving it administration means to provide the privileged 
information printed for the player, where it is inherent that the printer control program 
converts the privilege information into printed data. So, the progression of the game is 
based on the keycard. Once the player inputs this back into the game machine, the 
information is read and pulled up for the player. See Detailed Description H 0014. 
Nippon lacks in disclosing the advertising information registered and distributed. Von 
Kohorn teaches advertising material, such as a coupon, being printed out for the players 
(col.24: 35-52). The advertising material has an advantage of being transmitted to 
remote locations through instructional signals and printing the coupons. It would have 
been obvious to one of ordinary skill in the art to use such signals with the system 
taught by Nippon by authenticating them through the administrative server and 
embedding and/or printing the advertising material on the key card used by the player. 
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By doing this, the player would carry around the advertising information and be forced to 
view it, as opposed to a paper coupon separate from the key card where the player may 
elect to not view the advertised information. 

Regarding claim 8, Nippon teaches administration means to provide the privileged 
information printed for the player. Also, it is inherent that there is a client database in the 
host computer since there is a keycard printout for an individual player and when 
inserted there is infomiation pulled up where that player last left off. See means for 
accepting access based on the information on the keycard, which is with respect to the 
client or player. This allows the player to access the infomiation from when there game 
was interrupted. See Detailed Description 0014 and 0021. Nippon lacks in disclosing 
the advertising information registered and distributed. Von Kohorn teaches advertising 
material, such as a coupon, being printed out for the players (col.24: 35-52). The 
advertising material has an advantage of being transmitted to remote locations through 
instructional signals and printing the coupons. It would have been obvious to one of 
ordinary skill in the art to use such signals with the system taught by Nippon by 
authenticating them through the administrative server and embedding and/or printing 
the advertising material on the key card used by the player. By doing this, the player 
would carry around the advertising information and be forced to view it, as opposed to a 
paper coupon separate from the key card where the player may elect to not view the 
advertised information. 

Regarding claim 9, Nippon teaches a distribution control means for accepting 
access based on the information on the keycard, which is with respect to the client or 
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player. This allows the player to access the information from when their game was 
intenrupted. See Detailed Description ^ 0014 and 0021. in addition, if the game 
becomes interrupted or the player would like to stop the game, the progression of the 
game is stopped, but saved and printed using a code that tells the machine the game 
program that was used and the level the player was on at the time, where it is inherent 
that the printer control program converts the privilege information into printed data and 
that there is a printing control program capable of printing said privilege infomiation. 
See Detailed Description H 0014, 0021, and 0022. 

Regarding claim 1 1 , Nippon teaches a service provider system (host computer 
and network) where said privilege information is distributed with identification 
infomnation added thereto by said distribution control means. Nippon shows a 
distribution control means for accepting access based on the information on the 
keycard, which is with respect to the client or player. This allows the player to access 
the information from when there game was interrupted. See Detailed Description U 0014 
and 0021. 

Regarding claim 12, Nippon teaches validation of privilege information on the 
basis of said Identification information that is a part of said privilege infonnation. The 
identification information is inherent in the keycard being that it is printed for that player 
at that specific point in the game. Whether the game was stopped by the player or the 
game play interrupted. See Detailed Description H 0014 and 0015. Also, the keycard 
identifies the stage code and game code, which is identification information specific to 
that player. See Detailed Description H 0021 and 0022. 
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Regarding claim 13, Nippon teaches administration means to provide the privileged 
information corresponding to a game stage of a video game. Nippon also teaches a 
distribution control means for accepting access based on the information on the 
keycard, which is with respect to the client or player. This allows the player to access 
the information from when there game was interrupted. See Detailed Description ^ 0014 
and 0021. Nippon lacks in disclosing the advertising information registered and 
distributed. Von Kohorn teaches advertising material, such as a coupon, being printed 
out for the players (col.24: 35-52). The advertising material has an advantage of being 
transmitted to remote locations through instructional signals and printing the coupons. It 
would have been obvious to one of ordinary skill in the art to use such signals with the 
system taught by Nippon by authenticating them through the administrative server and 
embedding and/or printing the advertising material on the key card used by the player 
By doing this, the player would carry around the advertising information and be forced to 
view it, as opposed to a paper coupon separate from the key card where the player may 
elect to not view the advertised information. 

Regarding claim 14, Nippon teaches a distribution control means for accepting 
access based on the information on the keycard, which is with respect to the client or 
player. This allows the player to access the information from when their game was 
interrupted. See Detailed Description j| 0014 and 0021. In addition, if the game 
becomes interrupted or the player would like to stop the game, the progression of the 
game is stopped, but saved and printed using a code that tells the machine the game 
program that was used and the level the player was on at the time, where it is inherent 
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that the printer control program converts the privilege information into printed data and 
that there is a printing control program capable of printing said privilege information. 
See Detailed Description 0014, 0021. and 0022. 

Regarding claim 15, Nippon teaches a software read-out mean; of a video game 
program on a recording medium, where the recording medium contains video game 
program body, privilege infomiation corresponding to a game stage of a video game 
progressed in accordance with a video game program. Nippon also shows printing a 
keycard containing information related to the game stage the player has progressed to 
and it is inherent that there is a printing control program capable of printing privilege 
information corresponding to the cleared game stage when the game stage is cleared. 
In addition, Nippon teaches a control means for progressing a game stage through 
accessing the host computer where the keycard obtains printed information 
corresponding to the game stage the player was on, where the information is converted 
to notation specified for the keycard. It is inherent that the printing control program 
converts the infomiation into printing data. See Detailed Description T| 0014, 0015, 
0021, and 0022. Nippon lacks in disclosing the advertising information registered and 
distributed. Von Kohorn teaches advertising material, such as a coupon, being printed 
out for the players (col.24: 35-52). The advertising material has an advantage of being 
transmitted to remote locations through instructional signals and printing the coupons. It 
would have been obvious to one of ordinary skill in the art to use such signals with the 
system taught by Nippon by authenticating them through the administrative server and 
embedding and/or printing the advertising material on the key card used by the player. 
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By doing this, the player would carry around the advertising information and be forced to 
view it, as opposed to a paper coupon separate from the key card where the player may 
elect to not view the advertised information. 

Regarding claim 16, Nippon teaches a video game program that is accessed from the 
host computer (from the recording medium) when a stage is cleared. Through use of the 
keycard, the same concept is put into action where the player can pick up where they 
left off. The player obtains the information relating to their game from using the keycard 
that accesses the host computer. Nippon also teaches a control means for progressing 
a game stage through accessing the host computer where the keycard obtains printed 
information corresponding to the game stage the player was on, where the keycard 
(when used), in turn, gets access to the service provider based on the game stage and 
game code identifying information of the player. Through the host computer there is 
printing control means for converting the privilege information obtained from said 
service provider into printing data, where the data output on the keycard. See Detailed 
Description ^ 0014, 0015, 0021, and 0022. Nippon lacks in disclosing the advertising 
information registered and distributed. Von Kohorn teaches advertising material, such 
as a coupon, being printed out for the players (col.24: 35-52). The advertising material 
has an advantage of being transmitted to remote locations through instructional signals 
and printing the coupons. It would have been obvious to one of ordinary skill in the art to 
use such signals with the system taught by Nippon by authenticating them through the 
administrative server and embedding and/or printing the advertising material on the key 
card used by the player. By doing this, the player would carry around the advertising 
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information and be forced to view it. as opposed to a paper coupon separate from the 
key card where the player may elect to not view the advertised infomiation. 

Regarding claim 17, Nippon teaches a control means that reads out individual 
identification information every game stage that is cleared by the game having to be 
accessed from the host computer for each stage. This is privileged information from the 
service provider or host computer. See Detailed Description ^ 0014, 0021, and 0022. 

Regarding claim 18, Nippon teaches having to access the host computer to 
obtain the game program information for each game stage and a keycard gaining 
access to the host computer that contains privilege information relating to the game 
program and game stage the player was at when the game was interrupted. See 
Detailed Description ^ 0014, 0021, and 0022. 

Regarding claim 19, Nippon teaches reading a game program from a host computer's 
recording medium, which has privilege information corresponding to a game stage of a 
video game, progressed in accordance with a video game program. Through the host 
computer there is printing control means for printing privilege information corresponding 
to a cleared game stage when the player interrupts the game and this information is 
printed on a keycard. There is also printing control means for converting the privilege 
information obtained from said service provider into printing data, where the data output 
on the keycard. See Detailed Description Ij 0014, 0015, 0021, and 0022. Nippon lacks 
in disclosing the advertising information registered and distributed. Von Kohorn teaches 
advertising material, such as a coupon, being printed out for the players (col.24: 35-52). 
The advertising material has an advantage of being transmitted to remote locations 
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through instructional signals and printing the coupons. It would have been obvious to 
one of ordinary skill in the art to use such signals with the system taught by Nippon by 
authenticating them through the administrative server and embedding and/or printing 
the advertising material on the key card used by the player. By doing this, the player 
would carry around the advertising information and be forced to view it, as opposed to a 
paper coupon separate from the key card where the player may elect to not view the 
advertised information. 

Regarding claim 20, Nippon teaches reading a game program from the host computer 
that contains identification information from the keycard for the player's game stage and 
game program, where the keycard was printed with this information and allows the user 
to obtain access to the privilege information. This allows the player to progress the 
game in accordance with the video game program. See Detailed Description H 0014, 
0015, 0021, and 0022. Nippon lacks in disclosing the advertising information registered 
and distributed. Von Kohorn teaches advertising material, such as a coupon, being 
printed out for the players (col. 24: 35-52). The advertising material has an advantage of 
being transmitted to remote locations through instructional signals and printing the 
coupons. It would have been obvious to one of ordinary skill in the art to use such 
signals with the system taught by Nippon by authenticating them through the 
administrative server and embedding and/or printing the advertising material on the key 
card used by the player. By doing this, the player would carry around the advertising 
information and be forced to view it, as opposed to a paper coupon separate from the 
key card where the player may elect to not view the advertised information. 
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Regarding claim 21, Nippon teaches a printing control program capable of 
printing the privilege Information from the host computer, where it is inherent that the 
printing control program converts the information into printing data. See Detailed 
Description H 0014, 0021 , and 0022. 

Regarding claim 22, Nippon teaches a printing control program capable of 
printing the privilege information from the host computer, where it is inherent that the 
printing control program converts the information into printing data. See Detailed 
Description U 0014, 0021, and 0022. 

Regarding claim 23, Nippon teaches video game program body read from the host 
computer by the game terminal, where privilege information is obtained from the host 
computer conresponding to the game stage of the video game program. In addition, 
Nippon shows a printing control program that is inherent in the system because of being 
capable of printing information related to the game program on a keycard for a player. 
See Detailed Description ^ 0014, 0021, and 0022. Nippon lacks in disclosing the 
advertising infomiation registered and distributed. Von Kohorn teaches advertising 
material, such as a coupon, being printed out for the players (col.24: 35-52). The 
advertising material has an advantage of being transmitted to remote locations through 
instructional signals and printing the coupons. It would have been obvious to one of . 
ordinary skill in the art to use such signals with the system taught by Nippon by 
authenticating them through the administrative server and embedding and/or printing 
the advertising material on the key card used by the player. By doing this, the player 
would carry around the advertising infomiation and be forced to view it, as opposed to a 
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paper coupon separate from the key card where the player may elect to not view the 
advertised information. 

Regarding claim 24, Nippon teaches a printing means for a keycard when the 
game becomes interrupted, where it is inherent that the printing control program 
includes a printer driver because all computers contain printer drivers for their printing 
programs. See Detailed Description ^ 0014 and 0022. 
Regarding claim 25, Nippon teaches a video game program and identification 
information for obtaining and printing privilege information by a keycard. The keycard 
contains information relating to the game stage and game program, and allows for 
access to a service provider (host computer). When a stage is cleared the game 
terminal gains access to the host computer for the next game stage whether a keycard 
is used or not. See Detailed Description H 0014, 0021, and 0022. Nippon lacks in 
disclosing the advertising information registered and distributed. Von Kohorn teaches 
advertising material, such as a coupon, being printed out for the players (col.24: 35-52). 
The advertising material has an advantage of being transmitted to remote locations 
through instructional signals and printing the coupons. It would have been obvious to 
one of ordinary skill in the art to use such signals with the system taught by Nippon by 
authenticating them through the administrative server and embedding and/or printing 
the advertising material on the key card used by the player. By doing this, the player 
would carry around the advertising information and be forced to view it, as opposed to a 
paper coupon separate from the key card where the player may elect to not view the 
advertised information. 
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Regarding claim 26, Nippon teaches individual identification for every game 
stage being that there is a keycard that can be printed with information relating to a 
player's game stage and program. See Detailed Description 0014 and 0022. 

Regarding claim 27, Nippon teaches a video game program that includes a 
printing program capable of printing the privilege information relating to the player's 
game stage and game program. See Detailed Description H 0014, 0021, and 0022. 



Response to Arguments 
Applicant's arguments filed January 19, 2006 have been fully considered but they 
are not persuasive. The Applicant merely disagreed with the Examiner's rejections and 
did not provide sufficient support to persuade the Examiner to change the rejections. In 
light of the amendments, the Examiner has added a reference for rejection. Please see 
above. 



Conclusion 
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Applicant's amendment necessitated the new ground(s) of rejection presented in 
this Office action. Accordingly, THIS ACTION IS MADE FINAL. See MPEP 
§ 706.07(a). Applicant is reminded of the extension of time policy as set forth in 37 
CFR 1.136(a). 

A shortened statutory period for reply to this final action is set to expire THREE 
MONTHS from the mailing date of this action. In the event a first reply is filed within 
TWO MONTHS of the mailing date of this final action and the advisory action is not 
mailed until after the end of the THREE-MONTH shortened statutory period, then the 
shortened statutory period will expire on the date the advisory action is mailed, and any 
extension fee pursuant to 37 CFR 1.136(a) will be calculated from the mailing date of 
the advisory action. In no event, however, will the statutory period for reply expire later 
than SIX MONTHS from the date of this final action. 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Jeffrey C. Panes whose telephone number is (571) 272- 
6136. The examiner can normally be reached on M-F 8:00am - 4:30pm. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Xuan Thai can be reached on (571) 272-7147. The fax phone number for 
the organization where this application or proceeding is assigned is 571-273-8300. 
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Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more infonnation about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
Business Center (EBC) at 866-217-9197 (toll-free). 
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SUPERVISORY RflJENT EXAMINER 



